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GETTING STARTED 


Power On / Off 


Make sure the POWER switch is in the OFF position. 


Insert the Nintendo GAME BOY Game Pak into the’slot on the 
back of the Game Boy body, label facing ALWAY from play side. 


Slide the POWER switch to the ON position to turn ON the power. 


Follow gameplay instructions throughout this manual. 


RLAK CONTROLS 


A and B Button 
Drops tiles into wells 


Control Pad 


Left and Right 
Moves Paddle 


Up 
Throws tile onto conveyer belt START 
Down Pauses Game 


Speeds up conveyer belt 


WHAT IS RLAR? 


Klax is a challenging puzzle game. The object is to get a “Klax” by matching 
three tiles (of the same color) in a row. Tiles can be matched horizontally, ver- 
tically or diagonally. Tiles move down a conveyer belt which has five lanes. 


The player must catch the tiles on their paddle and deposit the tiles in one of 
five wells below the paddle. When you match the tiles or get a klax, the tiles 
will flash and disappear. Points are awarded for getting a klax, and points are 
also awarded for multiple klaxes. These occur when the original tiles disappear 
and the surrounding tiles can make a klax. 


When the tiles come down the belt, you may not be able to catch them all on 
your paddle. Your paddle can hold up to five tiles. If you don’t catch a tile it will 
drop. When tiles drop, a “Drop Meter” records the drop with a light. While you 
can adjust the amount of lights, once they are all lit...your game is over. 


In addition to the drop meter, if you fill up the well with tiles and don’t score a 
klaxuwith any of the tiles...your game will be over as well. The well can hold up 
to 25 tiles. It is 5 tiles wide and 5 tiles high. As the game progresses, the con- 
veyer belt will move faster, making the game more difficult. Keep this in mind 
as the well will certainly fill up. 


Klax has 100 different levels. Each level has a requirement that you must meet 
in order to advance to the next level. This requirement can be things such as 
the number of klaxes you must get, the number of points, etc. 


PLAYING THE GAME 


Player Paddle 


Current Point Total 


Drop Meter Tile Wells 


The object of the game is simple: collect tiles on your paddle as they come down 
the conveyer belt (you can hold up to five tiles). Drop your tiles into the wells and 
connect them to tiles with the same color to earn points. Move your paddle by 
pressing Left and Right on the Control Pad. 


The paddle will hold the tile until you decide to drop it. To drop tiles, move your 
paddle over the well that you want. Press the A or B Button to drop. If the con- 
veyer belt is moving too fast (and it will be) or you don’t wish to use the tile you 
have, you can throw the tile back onto the belt by pressing Up. You can speed up 
the belt by pressing Down. 


KLAR OPTIONS 


Under the Options Menu you'll find a number of ways to customize the game to 
your liking. 


DIFFICULTY 
Change your game's difficulty. Easy, Medium & Hard. 


SOUND 
Turn the sound ON or OFF throughout the game. 


RAMPING 
As the game progresses, the tiles will come down the conveyer belt or ramp 
faster and faster. If Ramping is on, the game gets harder the longer you play. 


FIRST WAVE DROPMETER 
If you choose OFF, the dropmeter on the first wave will not be activated. This 
allows you to experiment and practice making different types of klaxes. 


GAMEPLAY STYLES 


In addition to the three difficulty settings you can have in 
Klax, there are also the different waves or levels you must 
pass. Freestyle is another way to practice making different 
klaxes. The dropmeter is active, so it is more difficult than if 
you Were to turn off the dropmeter on First Wave. 


Some of the different waves in Klax test your ability to score 
paints, get different styles of a klax and get multiple klaxes. In a Klax Wave, 
you must get the specified number of klaxes to advance to the next level. Ina 
Diagonal Wave, you must get a set number of diagonal klaxes to advance. 
Point Wave will challenge you to score a certain number of points. The screen 
before you start the wave will specify what you have to do in order to reach the 
next level. 


You can also enter passwords which will take you to 
different levels in the game. Passwords are given after 
completing waves. To enter a password at the Password 
Menu, press Up of Down on the Control! Pad to select 
the appropriate icon. Then press Left or Right to select 
what row you need. When you're all set, press START to 
enter the password. 


SCORING 


As mentioned before, Klax features numerous Ways to score. There are a total of ten 
tiles, each with a specific color. Match the tiles by color to get a klax. You can 
arrange the tiles in order to score more points. Three tiles equal one klax, but if you 
connect five tiles...that Counts as three klaxes! This really helps on the Klax Waves. 
Here are some examples of how tiles can be stacked and what they're worth: 


VERTICAL SCORING: 4 


50 points 10,000 points 15,000 points 


3 Tiles = 1 Klax Y Tiles = 2 Klaxes 5 Tiles = 3 Klaxes 


SCORING 


HORIZONTAL SCORING: 


5,000 points 


10,000 points 


3 Tiles = 1 Klax Y Tiles = 2 Klaxes 5 Tiles = 3 Klaxes 
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SCORING 


DIAGONAL SCORING: 
1,000 points 


5,000 points 


10,000 points 


Remember that you can score multiple points by dropping a tile to connect sur- 
rounding tiles. For example, if you drop a tile to make a small “X”, you will get 
bonus points for making two diagonal klaxes. For more examples of how to 
make a multiple klax, see Klax Examples, next page. 


RLAR EXAMPLES 


Here are some examples of how to score multiple klaxes. An “X” denotes the 
tiles that should be dropped Jast to complete the klax. 


ee SS 
“a. 


The last key thing to remember while playing Klax is the Wild Tile..This tile 
will flash as it comes down the conveyer belt. The tile has no specific color 
and can be used to connect whatever tiles it can in order to get a klax. Wild 
tiles are very helpful when trying to get multiple klaxes. 
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WARRANTY 


MIDWAY HOME ENTERTAINMENT INC. warrants to the original purchaser of this Midway Home entertainment inc. 
software product that the medium on which this computer program is recorded is free from defects in materials 
and workmanship for a period of ninety (90) days from the date of purchase. This Midway Home entertainment inc. 
software program is sold “as is,” without express or implied warranty damages of any kind, and Midway Home 
entertainment inc. is not liable for any losses or damages of any kind resulting from the use of this program. 
Midway Home entertainment inc. agrees for a period of ninety (90) days to either repair or replace, at its option, 
free of charge, any Midway Home entertainment inc. software product, postage paid, with proof of purchase, at its 
Factory Service Center. 


This warranty is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if 
the defect in the Midway Home entertainment inc. software product has arisen through abuse, unreasonable use, 
mistreatment or neglect. THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRE- 
SENTATIONS OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE Midway Home entertainment 
inc. ANY IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING WARRANTIES OF 
MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, ARE LIMITED TO THE NINETY (90) DAY PERI- 
OD DESCRIBED ABOVE. IN NO EVENT WILL MIDWAY HOME ENTERTAINMENT INC. BE LIABLE FOR ANY SPE- 
CIAL, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION 
OF THIS Midway Home entertainment inc. SOFTWARE PRODUCT. 


Some states do not allow limitations as to how long an implied warranty lasts and/or exclusions or limitations of 
incidental or consequential damages so the above limitations and/or exclusions of liability may not apply to you. 
This warranty gives you specific rights, and you may also have other rights which vary from state to state. 


Midway Home Entertainment Inc. 
P.O. Box 2097 
Corsicana, TX 75151-2097 
(903) 874-5092 


www.midway.com 


mor 14 


P.0. Box 2097 Corsicana, 1 
www. midway.com 


KLAX © 1989 Atari Games Corporation. All Rights Reserved. KLAX is a trad 
mark of Midway Games Inc. Used by permission. Converted by Digital 


Game Boy Color and the Official 
Bett eT, Nintendo of America Inc. 


$ 


at cof Atari Games Corporation. Midway is a trade- 
Eclipse Software Inc. Converted by Digital Eclipse Software 
Inc. Distributed by Midway Home Entertainment Inc. Licensed by Nintendo. Nintendo, Game Boy, 
Seal are Trademarks of Nintendo of America inc. ©1989,1998 


PRINTED IN JAPAN 


